THANATOS AS A MAGE & AN INTERVIEW WITH HNB PRODUCTIONS 


From The Editor 
elcome to the Issue #11 of the 

Wes Community Magazine. 

We're now one month away from an entire 
year of this project and, | won't go into too 
much mush as that will be saved for next 
issue, but it’s been one hell of a ride! 

However, in this issue, we've got some amazing 
articles for you to feast your eyes (and lips [no 
really}) on. We take a look at Hou Yi in depth, as 
well as theorise Thanatos as a Mage, of all things. 

We also talk with HnB Productions, known 
for their SMITE video parodies, and Daniel 
Lilleberg, the Lead Animator at Hi-Rez Studios. 

If that wasn’t enough, we take a dive at the 
second part of Deities and Design, which looks 
at the historical art pieces of gods, and our fifth 
instalment of the Broken Time Fiction piece. 

Along with all of this, we take a closer 
look at SMITE’s Australian scene, and try 
something new with “In the Body of”. 

Rounding out the issue, we've 
got a fantastic recipe for cupcakes 
inspired by Neith’s newest skin! 

So sit back, relax, and enjoy! 


Steve Greenfield Kris West 
Managing Director Editor 
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THANKS T0 OUR 
patreon SUPPORTERS 


We are able to continue to pump out these magazines every month thanks to 
our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 
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Bellona, the Goddess of War has been revealed 
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SMITE DOWN 


UNDER 


MITE servers for Australia and New 

Socio launched in October 2014. While 
there was not an Oceanic presence up on stage at 
the first SMITE World Championship in January, 
SMITE is alive and well in the land Down Under. 

The Oceanic servers make up an estimated 
2.2 percent of the 9.5 million downloads of 
SMITE worldwide. That is 121,000 downloads 
in Australia and New Zealand alone, and those 
numbers are only increasing. In fact, MOBAs 
(Multiplayer Online Battle Arenas) in general are 
very popular in the Oceanic region. So much so, 
that the term MOBAR was coined in mid-2012. 


MOBAR stands for the clever combination 
The SMITE Community Magazine Issue #11 
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of “MOBA’ and “bar” and is used when a bar, 
pub or tavern hosts a MOBA watch party. Live 
eSports games are streamed and televised 
inside the restaurant for their patrons to enjoy 
while drinking, eating and having a good time. 

A good time is exactly what SMITE fans 
experienced at the various Breakfast of the Gods 
locations in Sydney, Melbourne and Auckland. 
The SMITE Breakfast of the Gods (BotG) was an 
event that took place during the SMITE World 
Championship back in January. Since Australia 
is 16 hours ahead of Atlanta, and New Zealand is 
18 hours ahead, Oceanic players could not readily 
watch the SMITE World Championship. Hi-Rez 
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anticipated this and hosted three MOBAR viewing 
parties for SMITE fans but they had to get there 
early! The BotG in Sydney and Melbourne started 
at 5:30 a.m.! The BotG in Auckland began at 7:30 
a.m.. Dedicated SMITE fans showed up to watch 
all the action live from 16-18 hours in the future! 

PAX AUS was also a huge success for SMITE. 
Players could experience next-generation SMITE 
on the Xbox One and received a free skin code for 
He Bo’s “Sydney Shredder” skin. Players also got to 
meet Todd Harris, Hi-Rez’s Chief Operations Officer. 
Todd was part of a panel discussing the design and 
development of SMITE as well as how they “cracked” 
the MOBA market, making SMITE the third largest 
MOBA worldwide in terms of active players. 

With such a strong fanbase Down Under it 
should come to no surprise that Oceanic players 
were invited to represent their region in 2016 at 
the Season 2 SMITE World Championship. Todd 
Harris, in a press release about Oceanic players 
joining Season 2, was especially excited about the 
inclusion of the new region and what its players 
will bring to the professional SMITE world. 

“It was great to meet so many SMITE fans at PAX 
Australia and feel their love for the game,” said Todd 
Harris, Chief Operating Officer of Hi-Rez Studios. 
“We're really excited to ramp up our activities in 


Oceania and can't wait to see what Australian and 


New Zealand players bring to the Season 2 next year.” 


The activities Todd mentioned refer to the 
SMITE Breakfast of the Gods and partnerships with 
various eSports organizations to help get SMITE 
eSports off the ground in Oceania. CyberGamer. 
com is sponsoring an online Oceanic League 
Ladder so teams can easily see where they stand 
compared to others, challenge other teams and keep 
an eye on any rising competition. Surprise Attack 


Consulting, an Australian Marketing/PR agency 
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that specializes in gaming, is tasked with managing 
Oceanic SMITE activity. Finally, Hi-Rez created 
“SMITE-Nites.” SMITE-Nites are weekly community 
events held every Thors-day (cwutididthar] for local 
SMITE fans to meet one another, network, make 
friends and just play some fun, casual matches. 
Now, while there are no officially sponsored 
professional Oceanic teams yet, there are some 
serious competitors. These top teams can be found 
on the CyberGamer.com Oceanic League Ladder. At 
the time of this article, the top three teams on the 
ladder are: TRIDENT Organisation, Silicon Sports and 
The Hetairoi. Maybe you will see one of these teams 
make it to the Season 2 Championship! Who knows? 
One thing | do know though is that the 
Oceanic server has a fast growing community of 
enthusiastic players who love SMITE and area 
welcomed addition to the SMITE family. Cannot 


wait to see how you all will do in 2016. = 


By Noe Ponce 
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DEITIES & 
DESIGN: PART Il 


By Jonathan Costas ~~~ 
\ s the ancient Greeks strive to improve and 


create the perfect rendition of the human 


body by the end of the Archaic Period, we enter 
the Classical Period. What we learned about the 
Archaic Period in the last issue was the difference 
in sculptures from the first and second half. By the 
second half, sculptures resembled a proportionally 
correct human from the neck down. Two major 
missing factors from the Archaic period is a realistic 
face and non rigid, natural posture. Luckily, this is 
where the Classical Period comes in. Putting aside 
the first two Periods, Greece now enters an era of 
masterful craftsmanship in terms of art. Years upon 
years of hard work and persistence finally pays off 
and now a proper tribute to the gods can be made. 
The Classical Period ushered in new styles and 
functions of sculptures, along with a drastic increase 
of technical skills of Greek artists in creating the 
human form. As | mentioned before, poses become 
more organic, fluid, and natural which started to 
appear early on during the beginning of the Period. 
Later on during the Classical Period {around 500 
BC), statues began to increasingly depict real 
people. Real people as in not any generic human, 
more like a realistic form of a portrait, if you will. 
Archaic has generic Kouros and Kore which does not 
depict an actual person. The statues of Harmodius 
and Aristogeiton are often said to be the first 
public monument to actually show individuals In 


the Classical Period. It’s often said that the Greek 
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| sculptor Lysistratus was the first to use plaster 
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molds from living people to produce portraits. 

Now, we talked about how Archaic Period 
sculptures were made exclusively for honoring 
the dead with Kouros or for high profiled clients. 
The Classical Period had an increase in the use 
of statues and sculptures as decor for buildings. 
Also used to show appreciation to the gods for 
bringing good fortune, to help bring good fortune 
in the future, and gain favor from the gods (maybe 
we should make sculptures for Hi-Rez in exchange 
for favors?). Ancient Greeks believed that placing 
sculptures around holy areas would please the 
gods, and as aresult more sculptures were made. 

Ever wonder why sculptures have no facial 
expression In violent and passionate scenes? 
Well, it is because the ancient greeks believed 
that suppressing their emotions was a noble act 
and acharacteristic of all civilized men, while 
showing off emotions in public was considered 
barbaric and unclassy (kinda how you yell at me 
in Conquest... so not noble Greek, like of you). 

The Hellenistic Period, the fourth and Final 


Period. One might wonder what is left to master 
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in sculptures after perfecting the human form in 
the Classical Period. Ancient Greeks wanted to 
overachieve and go beyond to carve their way into 
history. Around 334 and 323 B.C., Alexander the 
Great had an empire that reached out to Asia, Egypt, 
and Persia. Greek culture has been exposed to a 
wide array of foreign culture, thus enriching and 
reinvigorating their artistic style. A more global 
culture, the Mediterranean and the Middle East 
grow in conflict, commerce and cross-cultural 
influence, with the Greek ideals and language In 
the forefront. The Death of Alexander the Great in 
323 B.C. marks the start of the Hellenistic Period. 
Art from the Hellenistic Period underwent 
dramatic transformation from the previous Classical 
Period. Not every concept from the Classical Period 
was entirely abandoned, the artists of the Hellenistic 
era broadened the horizons by applying dramatic 
posing or as we know it today as “Contrapposto”. 
Contrapposto is an Italian term that means 
counterpose. Up until this day in visual arts we 
use counterpose to give figures a more dynamic 


or relaxed appearance, making the subject appear 
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more “natural” or “realistic”. Two good examples of 


Contrapposto are the “Venus de Milo” and “David” 
(while the David sculpture by Michelangelo isn’t 
from the Hellenistic Period, it is of Renaissance 
which took ideas from the Hellenistic Period). 
Besides dramatic posing, Contrapposto brought 
sweeping lines, high contrast of light, shadows, and 
emotion. Emotions? Yes emotions. The subject that 


was considered barbaric is now embraced by the 


experimental freedom that is the Hellenistic Freedom. 


Not all sculptures show facial expressions 
greatly, but most of the emotions Is showed by the 
contrapposto. Now, what separates the Classical 
from Hellenistic? Well, while deities and heroic 
themes were still popular, it wasn’t the emphasis of 
Hellenistic art. The attention shifted from religious 
and naturalistic themes to dramatic human 
expression, psychological and spiritual preoccupation, 
and theatrical settings. Power and energy was 
to be the key expression of many Hellenistic art. 
Sculptors not only depict the subject's true outward 
appearance, but further strives to express their inner 
world, by the depiction of characteristics and poses 
that show inner feelings, thoughts, and attitudes. 

In closing, Greek art inspired countless artistic 


movements like the Renaissance and Neoclassical. 
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Ancient Greek artists had their minds set on making 
the most realistic human possible through different 
forms of art until achieving perfection and greatness. 
Up until this day, artists still study Ancient Greek 
works of art for the excellent craftsmanship and the 
preserved history or story behind each and every 
piece. Art may not appeal to everyone and most 

likely some of you readers enjoy art while most are 
interested in learning a bit about It or none at all. 
Sure, art might seem a bit intimidating due to the 
sheer amount of different art movements, but don’t 
be discouraged, art is a wonderful part of history and 
has always been side by side with every historical 
event and is the Identity of each culture. | would 

have loved to go into more details about specific 
sculptures and the history behind it but alas, time is 
the enemy. As a fan of art, | feel that | have succeeded 
in explaining a bit of art in a short and simple way that 
isn't long and monotonous. | want to thank everyone 
who took their time to read my special two part lesson 
on art, it brings me much Joy to be able to teach. 
Hopefully by Summer | can work on another special 
art or history lesson, but for now | will go back to my 


tiny corner as a Photographer for the magazine. = 


By Jonathan Costas 
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HNB PRODUCTIONS 


eamwork isn't the easiest thing in the world. 

qT, has a lot of unique trials and tribulations. 
When you overcome those trials you form a team that 
will do amazing work. HnB Productions is one such 
team. Started by Mr. Hugo Stiggs they make musical 
parodies for SMITE and have a lot of passion for what 
they do. The group knew each other since high school 
and they went on to make their first project. As quoted 
by Mr. Stiggs in his interview, “Our first project was 
‘Ra’ from the song The Fox’ by Ylvis, after it being a 
big hit in the SMITE community we decided to keep 
going. The happy memories come from making 
the songs and videos, when we all group up it’s a 
roadhouse. One of the funniest moments that we 
had was the Zhong Kui music video making. We were 
all on set trying to film and noticed that we all were 
vaping, If you notice in the video all the fog? That's 


actually vapor! [haha] was like vapercon 2014 on set.” 


/ 
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After they finished “Ra” they got the motivation 
to keep going and became better and better. Practice 
makes perfect and it shows in their other parodies. 
They seem to get a lot of positive feedback from 
their audience and they have a rather friendly 
community. They in turn ask their audience for ideas 
for additional song parodies and are very responsive 
to their community. Content creators who listen to 
their fans go farther than those who don't. There 
was no mysterious reason why they decided to work 
with SMITE in particular, they just love the game 
and they love music. The group all has similar taste 
in music as they all learn to improve together. 

The video itself is tougher for them because 
they all have their individual lives but they do pull 
through. Some of the videos that we can expect 
from them in the future are musical parodies with 


celebrities they all know, Machinima’s and funny 
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skits. It’s good to see that they don't want to focus on 
one style and it should be exciting to see how their 
content comes out. Some ideas they are working on 
for Season 2 also include collaborations with other 
SMITE YouTubers as well as Epic SMITE Rap battles. 
The final question that should be asked is If you 
as the reader think they deserve community support. 
Content creators who are open with their audience 
don't come along very often. You will see often that 
content creators, whether they are veterans or 
just getting started, are terrified of the comments 
section or get so frustrated they never try to directly 
communicate with their viewers. The fact that they 
dont shy away from their very own audience Is just 
something to respect. | would also like to leave a 
message to our readers from Hugo Stiggs. “ Please 
come help support us, we love creating SMITE content 
and to see everyone's reactions to our videos. Help 
us succeed. All we want to do Is entertain you all. 
With much love, HnB” = 


By Julian Martinez 
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IN THEORY: SEKHMET, 


he goddess of war. The goddess of 

Thane The fiercest hunter ever 
known to the Egyptians and the protector of the 
pharaohs, who she led in warfare. We speak 
not of several deities but of one: Sekhmet, the 
daughter of Ra. At once known as both the “Lady 
of Terror” and the “Lady of Life,” Sekhmet is 
most renowned as the bringer of destruction. 

The ancient Egyptians had a polytheistic belief 
system with a rich pantheon of gods, centered 
around the concept of ma’at, or order. Over the 
three millennia that the Egyptian culture reigned 
these gods and goddesses changed and adapted 
to the needs of the people who worshipped them, 
and to resemble major historic events. The single 
greatest event that changed the way that deities 
were viewed in ancient Egypt was the unification war, 
where Upper and Lower Egypt faced off and merged 
into one country after Upper Egypt's victory. Deities 
worshipped in Upper Egypt who had counterparts in 
Lower Egypt took dominance and the roles the losing 
deities had. The losing deities weren't forgotten, 
however, and changed to accommodate the new 
hierarchy. The most famous example of this is Bastet 
falling from her position as warrior goddess, only 
to strengthen Sekhmet, the Eye of Ra, in her role. 


Sekhmet’s name is derived from the ancient 


Egyptian word “sekhem,” which translates to “power” 


or “might” - a fitting name for the deity responsible 
for nearly destroying mankind. Other titles given to 
her include “The One Before Whom Evil Trembles,” 
“Mistress of Dread,” and “She Who Mauls.” These 
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THE EYE OF RA 


By Allison Panagis ~~~ 


titles weren't given to her without reason, as her 
most prevalent legend encompasses all of them. 

According to lore, Ra - the sun god - became 
angry that people were not following his laws and 
preserving Ma’at (justice and balance]. In an act of 
vengeance against mankind he sent an aspect of 
his daughter (the “Eye of Ra”) to punish them. From 
the Uraeus (the stylized cobra) atop his head he 
plucked Hathor, who he sent to Earth in the form of 
a lion. Hathor became Sekhmet and her rampage 


began. By her hand the fields ran red with human 


&G4IN AN ACT OF 
VENGEANCE AGAINST 
MANKIND [RA] SENT AN 
ASPECT OF HIS DAUGHTER 
TO PUNISH THEM.97 


blood; she struck mercilessly with a bloodlust that 
could not be quenched. Ra, seeing the carnage left in 
Sekhmet’s wake, decided to repent lest humankind 
as a whole be destroyed. He poured out beer dyed 
with pomegranate juice to trick the bloodthirsty 
goddess, and his cunning plan worked. Sekhmet, 
crazed by battlelust, consumed the “blood” in such 
vast quantities that she became drunk enough to 
sleep for three days. Upon waking from her slumber 
her drive for the slaughter had ended and she 
returned peacefully to Ra, saving mankind in the 
process. Ever since, in an effort to placate Sekhmet’s 
bloodthirst, the ancient Egyptians celebrated festivals 


in her honor and got nearly as drunk as she did. 
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This legend isn't the only reason she is when it overflowed and ran red with silt. 
known as a destructive force. Most, if not all, Sekhmet strides the Battleground of the Gods 
of her stories revolve around destruction - as a Warrior. With spear in hand she terrifies her 
whether that Is the creation of the lifeless opponents and forces an attempt by them to placate 
desert with her breath or drinking the Nile her before she mauls them to bloody heaps. 


Passive Enemies within a short radius around Sekhmet 
have small chance of missing her as they get 
drunk in an offering to pacify her unbridled rage. 


N 

, - i. i 
| 

Solar Spear | Ability 1 Sekhmet charges her spear with solar energy | 
and throws it, skewering all in its path. The | 

spear deals less damage for each enemy hit. | 

At the end of the trajectory the spear remains | 

on the ground for a couple of seconds. | 

| 

Feral Huntress Wi Ability 2 Sekhmet leaps forward, dealing damage ina | 
) small AoE. She heals a decent amount for each | 

enemy (minion and god) killed by ‘Feral Huntress’ | 

as she drinks the blood from her victims. If | 

Sekhmet’s Spear is in the AoE upon landing, | 

the enemies only need to be hit, not killed, for | 

the heal to apply as the solar charged spear | 

applies grievous wounds when she picks it up. | 

pA 


Desert Breath a Ability 3 Sekhmet exhales, recreating the desert 
winds she made aeons ago. Enemies hit by 
this cone shaped attack take damage and 
are slowed for a decent amount of time. 
Mauler’s Ultimate Sekhmet jumps towards an enemy, damaging 
Ambush them heavily, before pouncing on another target. 
The number of pounces Is determined by level, 
and each kill she gets with ‘Mauler’s Ambush’ 
gives her an extra pounce. When there are no 
targets in the area besides the initial target, 
Sekhmet doesn't get any additional pounces. 
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Legends of Sekhmet’s ferocity and bloodthirst the worst of her rage, resulting In a small chance of 
are known far and wide, and it’s no surprise that the missing an attack completely. This ability allows her 
gods fighting on the Battleground of the Gods are to stay In lane longer as she effectively suffers less 
familiar with them. As such they are also familiar damage than any other god. It can really frustrate 
with the rituals the mortals employ to placate the enemies in those moments that ‘Pacify’ triggers 
Lady of Slaughter: getting roaring drunk. Because when they are sure they have the finishing blow, or 
they're deities, alcohol doesn’t affect them as much their highest damaging ability is mitigated. It also 
as it does mortals, but they still feel the effects. As allows her to be in the midst of a teamfight longer, 
such, Pacify’, Sekhmet’s Passive, forces enemy obstructing enemies and controlling the flow. 
gods to lose some accuracy in an attempt to quell Originating from the brow of the sun god Ra, 
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Sekhmet has close ties with the sun and the power 
it provides. In her case it isn't the nurturing warmth 
that allows orchards to flourish, but the destructive 
heat of the desert. She can call upon this searing 
energy with Solar Spear’, her first active ability. 
Drawing upon her connection with the sun she 
charges her spear until it’s nearly ethereal with raw 
power before throwing it in a straight line in front of 
her. The spear travels through targets, damaging 
them in the process, with each successive enemy hit 
dealing less damage. At the end of the trajectory the 
Spear bores itself into the ground, waiting to be picked 
up. Picking the spear back up gives her a small 
damage boost on her next auto attack. This ability is 
her main form of clearing minions, but the reduction 
in damage with each successive hit prevents her 
from having too strong and too easy of a presence 

in lane. It can also be used to finish off a fleeing 
enemy, or get to an enemy while team members 

are body blocking attacks. The damage bonus after 
picking up the spear can be just the difference 
between killing an opponent or barely missing that 


final bit of damage before they leap or dash away. 


SSS SSS 


for destruction, healing her in the process. If she 
picks up her Solar Spear as she lands, she can use 
the remaining charge of the weapon to deal even 
more grievous wounds to her targets, removing 
the need to kill her targets to drink their blood. In 
lane, when timed correctly, this can help her to stick 
around longer, and force an advantage in longer 
engagements with minions and low health gods 
around. Combining Feral Huntress’ with ‘Solar 
Spear’ makes it a lot easier to keep this sustain 
up as the timing is less relevant due to no longer 
needing to kill the enemies that are hit for the heal 
to work. This combination can also turn around 
ganks and fights quickly, as the heal can allow her 
to tank up more damage and re-engage the enemy. 
Sekhmet is the one that’s responsible for creating 
the deserts of Egypt, as her breath scorched the 
life out of the once fertile lands and covered it with 
lifeless sands. In battle, she can recreate this feat 
on asmaller scale by using ‘Desert Breath’ and 
exhaling the destructive force of the desert winds. 
In a vicious burst Sekhmet exhales, damaging and 


slowing all enemies in a cone in front of her as 


44 SEKHMET IS THE ONE THAT’S RESPONSIBLE FOR 
CREATING THE DESERTS OF EGYPT, AS HER BREATH 
SCORCHED THE LIFE OUT OF THE ONCE FERTILE 

LANDS AND COVERED IT WITH LIFELESS SANDS.79 


Lions are the greatest hunters in Egypt, and 
as the most powerful warrior among the Egyptian 
gods Sekhmet has the powerful lower body of a 
lioness. Her second ability, Feral Huntress’, allows 
her to pounce on enemies and attack them with both 
her claws and her weapon, ravaging their bodies 
as she lands on them. Any enemy, minion or god 
that dies to this attack is left in a bloody mess, and 


Sekhmet eagerly drinks this blood to sate her lust 
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the sand chafes and burns in the enemy's armor. 
The damage is relatively small, but the slow is 
significant. This allows her to prevent enemies from 
escaping as the rest of the team comes in, or set 

up a kill as she uses her auto attacks to burn them 
down. It can also be used to save fleeing allies from 
their pursuers, increasing the distance as they 

fall back due to the reduced movement speed. 


Sekhmet is feared mostly for her rampage 
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that nearly wiped humanity from the earth, unable 
to stop, even when Ra commanded her to, as 
bloodlust consumed her. This uncontrolled desire 
for destruction resurfaces when she activates 
‘Mauler’s Ambush’, her Ultimate. Upon activation 
she pounces on an enemy god, greatly damaging 
them. If there is another enemy god within range she 
pounces to that one after hitting the initial target, 
the number of additional pounces determined by 
‘Mauler’s Ambush’’s rank. Additionally, if one of these 
pounces kills an enemy god the rage is fueled even 
more and she gets an extra pounce added to her 
maximum number of pounces. Mauler’s Ambush’ 
can be be used in one of two ways: initiation and 
clean up. Initiating with this ability allows Sekhmet 
to take a significant bite out of the enemies health, 
making the rest of the fight easier for the rest of 
the team. In later levels in particular, when she has 
a higher number of guaranteed pounces, this can 
create a very advantageous situation for a team 
fight. Using it as a clean up allows her to reach low 
health enemies on the cusp of escaping, using the 
additional pounces from kills to keep getting closer 
to low health enemies. It is important to remember 
that the closest enemy Is targeted, and the player 
doesn't get a choice of who to pounce to next. While 
this grants some control to the enemy to save their 
weakened allies, it punishes bad positioning greatly. 
Sekhmet, like most other Warriors, can be 
effective in two roles: solo lane and as.a Jungler. She 
has a decent to good lane clear (efficiently killing 
enemy minions] with Solar Spear’ and can sustain 
herself by effectively using Feral Huntress’ to heal 
herself. She also has an advantage in the legendary 
solo lane slap fests with Pacify’ negating enemy auto 
attacks and abilities. Desert Breath’ can help secure 
a kill when she gets a decided upper hand during one 


of these one-on-one fights by preventing the enemy 
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from escaping, or slowing the enemy enough for her 
to get out of harm's way when she’s losing the fight. 
The sustain and damage also help with clearing 
jungle camps, and the mobility of ‘Feral Huntress’ and 
‘Mauler’s Ambush’ allow for effective and surprising 
ganks. Initiating with Feral Huntress’ followed by 
‘Desert Breath’ ensures that laning allies have the 
time to dish out the damage for a kill, using ‘Mauler’s 
Ambush’ to clean up if they're about to get away. 

Her role in team fights depends on what items 
she builds: all-out damage or tough and durable. 
With a pure damage build, and thus a lot less health 
and protections, she plays more like an Assassin, 
picking off enemies and eliminating high priority 
targets at the beginning with Solar Spear’, ‘Feral 
Huntress’ and Mauler’s Ambush’. If she’s tanky she 
can.be.in the midst of the fight, slowing enemies with 
‘Desert Breath’ and using the guaranteed pounces 
of ‘Mauler’s Ambush’ to chunk the enemy's health 


and prepare them to be killed by the team’s carries. 


&4GHER ROLE IN TEAM 
FIGHTS DEPENDS ON 
WHAT ITEMS SHE BUILDS: 
ALL-OUT DAMAGE OR 
TOUGH AND DURABLE.79 


Sekhmet, the ‘Eye of Ra’ and ‘Lady of Slaughter’, 
will ensure two things: the ultimate punishment 
of her enemies and the ultimate victory of her 
allies. Destruction follows in the wake of the 
Mistress of Dread, and those with.a shred of 


wisdom know to steer clear of her rampage. = 
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INEVITABILITY 


By Jorg van der Velden ~~~ 


\ s Chronos steps through one of the countless his Greek counterpart with a smile on his face. 


doors that fill the Lord of Transition’s “Oh my!” Janus exclaims in an attempt to hide the 
abode he sees the Roman primordial sitting in his dignity lost by the yelp, “You startled me my friend, but 
throne with his back towards him, staring intently it's wonderful to see you again.” He turns the door- 
at a scene that rises from the silver bowl set in the and-key throne to make eye contact easier as Chronos 


middle of the table in front of him. Not bothering to 
call out for his attention, he walks down the marble 
stairs that connects the door to the dais as his eyes 
adjust to the soft pink light from the star cloud sky. 
He holds on to the happy memory of Lady Ananke to 
keep his rising anger in check, though he can’t stop 
his hand from clenching tightly around his staff. 
Stepping onto the dais, only a handful of feet 
behind the throne that seats Janus, Chronos 
Slowly lifts his hand towards the one that could 
have been a true friend. The anger filling the 


once empty pit in his chest spikes, forcing him 


to grit his teeth as he takes the last step. 
“Janus,” he states in his monotonous voice as “e 


he places his hand on the Roman god's shoulder, 


pulling a small, high-pitched yelp from the deity. 
Janus’ head spins around and each individual plate 
of his armor shifts for a second until the shock of 


the surprise settles. He releases a sigh of relief 


when he sees It’s the Lord of Time and looks at 
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walks around the ornate chair. “Have you made any 
progress on the case, significant or otherwise?” 
“| have,” Chronos answers flatly as he pulls out 
two cogs from his abdomen, commanding them 
to hover a couple of feet in front of the Master of 
Portals. With a wave of his hand the clock hands 
that make up his wings come off and float towards 
the cogs, forming a line, largest to smallest, 
underneath them, “and the deceit is even bigger than 
imagined,’ the Lord of Time continues as he moves 
around to stand beside the seated Roman deity. 
With a wave of his staff three ribbons of time 
appear in between the hands and cogs, slowly 
solidifying as they're pulled from the void. Each 
ribbon shows Rama in one of the defining moments 
of his legend; exiling himself, his burst of rage at 
Varuna, the Lord of Oceans, and him ascending 
to the throne of Ayodhya. As each moment loops 
before the primordials, the Greek starts explaining. 
“It was Rama who fired the arrow.” His already 
somber voice grew even darker as he changed 
one of the ribbons with a flick of his wrist, the 
moments of Rama practicing before the timeline 


disintegrated coming into view. Still uncomfortable 
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with the disintegration of what he has always held 
as something unchangeable, he clenches both 
his hands into fists to retain his composure. 

The other ribbons adjust themselves to those 
he viewed over and over again, one of the scene of 
the crime and one of the little cyclops wandering 
through the jungle, repeating them over and over 
again. Janus is strangely quiet as they both watch 
the void of the broken ribbons continuously pass 
by, returning to the sight of Rama landing after his 
shots, an empty jungle and the dead little boy. 


44THERE IS NOT ENOUGH 
BLOOD FOR THE CYCLOPS 
TO BE MURDERED 

WHERE HE IS FOUND.99 


“But he isn't the murderer,” Chronos finally 
says through clenched teeth, breaking the tense 
silence briefly. The rage of the betrayal makes his 
entire body tremble, including the cogs and hands 
that hold up the ribbons. He desperately holds on 
to the memories in an attempt to calm himself. 


He needs to explain the betrayal, it needs to be 
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known to the both of them before he can act. 

“There is not enough blood for the cyclops to be 
murdered where he is found.” The ribbon showing 
the murder scene zooms in on Chronos investigation 
of the little body, freezing when he gently lifts the 
boy. The pool of blood under the corpse Is too small 
compared to the massive wound from the protruding 
arrow, and there are no drops outside of the pool 
itself. “Which means he is placed there after the fact,” 
the Lord of Time continues in a grim tone. The Roman 
god is uncharacteristically calm as the images pass 
by, his armor plates settled in their position and his 
head hasn't spun around since the ribbons appeared. 

“Another indication is the angle of the 
arrow, Chronos places his hand on the back 
of the throne, his fingers digging deep into the 
wood, to steady himself. A low growl creeps 
into his voice, unable to keep his emotions from 
shining through. “Rama always fires from above, 
yet it looks like the boy is shot from below.” 

“The decisive proof,” Chronos’ right eye flares up 
with a bright blue glow as these words leave his lips 
“is that the act itself cannot be found in time.” The 
cogs and hands are trembling so violently in a mirror 
to his own that the ribbons are shaking and fading, the 
image becoming unclear. “There is only one answer” 
he whispers, his voice so low it’s barely audible. 

“You.” 

With that one word, chaos erupted. Janus 
disappears through a portal he created in the 
chair just as the cogs and hands fly towards him 
in an attempt to restrain him to the throne, barely 
missing the Lord of Transitions. Chronos accelerates 
himself as he jumps over the table, turning mid 
air and attacking Janus with ethereal cogs from 
his staff as the Roman deity appears in the spot 
that used to be right behind the Greek god of time. 


Without a thought, Janus throws out two unstable 
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portals towards the primordial that uncovered his 
crime, both his faces screaming out in rage. 

Chronos rewinds himself just before the portals 
hit him, appearing right before the murderer of 
the innocent boy. Placing his hand on Janus’ chest, 
he slows the Roman god to a standstill, giving the 
cogs and hands time to untangle themselves from 
the throne and restrain the primordial mid air. 

“Why?” Chronos asks as he watches his former 
ally struggle against the restraints, his arms and legs 
bound in aT’ shape. Realizing he cannot break the 
bonds, Janus calms as he looks the Greek primordial 
straight in his eyes, a baleful white glow coming from 
them. A mad grin spreads on his lips and his eyes 
widen as he chuckles in a disturbing dual voice. 

“As it always is with us gods,” the Roman 
explains after the chuckle abated “and as it always 
will be.” He leans forward as much as he can, 
placing his face close to the Time Lord. “Fear and 
worship.” There is both madness and menace in 
the mechanical voice, an unspoken threat veiled 
within. Rage is obviously building within the Lord 
of Transitions, his face turning into a deep scowl. 


“lam the original Roman god!” The primordial 


shouts “The one above all! But | have been forgotten!” 


Janus struggles against the restraints again, but 
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out of rage and not to escape. “| have allowed those 
children to rise, to be shared in my worship!” His 
head and the plates not restricted by the cogs 
and hands spin and shift endlessly, the transitions 
erratic and stuttering. “They replaced and got rid of 
me! They need to be punished!” His voice rises in 
pitch with each successive word, ending in a high 
pitched screech before sagging into his bindings. 
Chronos walks back to the door he entered 
through, sending a message to the leaders of the 
pantheons that the crime has been solved as he 
moves. As he Is about to step through and return 
home, doors throughout the Roman primordial's 
abode open and gods of all pantheons swarm in, 
looking at the suspended god with shock in their eyes. 
Back In his familiar belfry Chronos walks 
towards his dais and gazes into the void again, 
sifting through all the timelines until he found 
the one he was looking for. The beginning of 
time, the memory that was his anchor to sanity. 
Rewatching that most exquisite moment in time 
in slow motion, a tiny smile appears on his lips. 
“Thank you Ananke,” he whispers 


“for giving me a future again.” = 


By Jorg van der Velden 
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COMMITTED SEVERAL CRIMES. 
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he storm of fire dwells inside the soul of 

Te. responsible for the soul of many. With 
two heads, fire is under his grasp and he not only 
controls the well-being and purity from fire, but also 
has the capacity to create and destroy by ruthless 
amounts with the forces we mortals call fire. 

You look at the two heads, and aren't quite sure 
what to make of them. One shows the wisdom and 
gratitude that fire can bring; the power to thrive on 
life as we know It to feed ourselves, shelter ourselves, 
even injure ourselves. The other shows evil patience 
within, knowing the true capabilities that will enthral 
anyone to witness the fire at its peak. The eyes of 
the wiser and arguably kinder head are easy to look 
at; looking deep into his eyes you see the mortal life 
pass by. You can see the masses of families relying on 
the fire to welcome them, keeping them warm with 


tea, from the little teapots. You can see the hordes 


28) The SMITE Community Magazine Issue #11 


By Ashley Eaton-Jephcote ~~~ 


of men using fire to protect themselves and provide 
meat for their families. Just from this experience, 
you realise that every fiery flake is created from 
this being. You then respect the element that is one 
with him, knowing your existence could dissipate. 
However, fire is also in your fears. Looking 
towards the more eerie side, you can see the lives of 
many mortals ending, every second. From those who 
were too aggressive, to those that were too innocent 
to understand why it was fire taking their lives away, 
you could see it in his eyes. Fire, if not controlled 
properly, will destroy anything you know. Should one 
undermine the power of fire, the destructive cycle will 
commence and your body will perish. Unfortunately, 
the cycle that Is cynical and catastrophic will have 
its unwarranted happenings. Lives will be lost 
when it is not deserved, lives shall stay when they 


should not. Fire will not always hold the balance 
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between who should and should not wither away You then notice the movements of which the 

from the flames of despair, but will always present surprisingly masculine figure makes. Whilst not 

its true properties in given time. Just from the eyes, exactly booming in size, the body of which the blaze 

there is an instantaneous occurrence of fear. is contained for the time being shows superior 
Perhaps it is not the perception that the two strength, as expected for a being above mortal 

heads resemble the two sides of what fire can status. Pacing around, he is forever cautious as he 

control, but more of the concept that the scorches knows all too well that fire isn’t the only element 

that come from each source can be one or the other to throw surprises. When not on the move, you 

side of the spectrum, even both. The uncertainty in can see the patience await. Swift and adroit, he Is 

each mortal’s mind that fire can be an element we not one that is easily swept away nor evaded. 

Shall never trust fully as a species is why there is a He begins to travel throughout his surroundings, 

being above us in control. Looking around the eyes making sure all is in order. Besides, that’s what 

and around the outer body, you see that concealed he is here for. Control is kept with the element he 

within this being is indeed fire. He Is not just in wields. Something then flickers within his vision. 

command of fire, he is fire. The burning passion A glistening body high in the sky emits shards 

that may be of the sort to cure the innocent or to everywhere in sight, into the being himself. The figure 

compel the arrogant to their doom sojourns within above requests his name, he replies simply with a 

this body, sealed by igneous rock that appears to smirk, ready to inflict destruction as a return gift. = 

have cooled down enough to contain the calamity. By Ashley Eaton-Jephcote 
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- BROKEN HEART 
BADLANDS 


adies and gentlemen, welcome back to 

ea issue of the Glorious Game Modes, 
I'm your “host” WhiskeyWillow and let me run 
you through this Valentine's Day game mode. The 
battlegrounds are usually filled with hope and love 
around the holidays, but something dark has fallen 
upon the gods and goddesses. Let’s take a look 
at what has happened. It started off when Cupid 
went to go visit his fellow gods and goddesses for 
Valentine's Day cheer. Unfortunately, when Cupid 
went to visit Hel she corrupted him, because she 
couldn't control her dark side. Now young Cupid 
is ravaging the lands bringing despair to everyone 
that he meets. However, there was a love bond so 
strong, that it couldn't be broken by Cupid's black 
heart arrows. We are talking about the eternal love 
between Hou Yi and Chang’e. They get reunited once 
again and will conquer this trial. When Cupid and 
Hel tried to break their bond they caused a minor 


time rift that mixed a bunch of the terrain together. 
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MAP DESCRIPTION 


The map type Is a mashup between a joust map, 
conquest, and arena style mode. This map looks 
like a single lane 2 vs. 2 map with a circular center 
and a jungle surrounding it completely. This map Is 
filled with Al gods and goddesses, monsters, and 
minions throughout the jungle. This allows for a much 


more strategic gameplay as you are about to see. 


CHARACTERS 


Since this game mode, is a 2 vs. 2 matchup, you 
can select from two preset teams. The first team 
is team Endless Love which is Hou Yi and Chang’e, 
and the second team are the Heartbreakers which 
includes, Hel (who is in dark form permanently) 
along with Cupid. Since Hel is stuck in dark form 
she receives a new passive called ‘Come to the Dark 
Side’ which gives her a slight movement speed boost 


when landing abilities. She also receives a new 
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Ultimate called ‘Heartless Demand’. Upon activation, 


she attaches to an enemy player weakening their 
power in an attempt to make them heartless, 
while she buffs herself up with the absorbed 


power. Cupid would need a new dark kit as well. 


OBJECTIVE 


The objective in this game is to restore the 
love or to break the last of the love bonds on the 
battleground. Once one of those happen the game 


is over and one team wins and the other doesn't. 


CURRENCY CHANGE 


In this game mode, gold is no longer the 
currency. Instead it will be replaced by Charm 
Tokens or Control Tokens. Charm Tokens are pink 
coins with hearts in the center and Control Tokens 


are purple coins with broken hearts in the center. 


STRATEGIC GAMEPLAY 


With the currency being converted from gold 
to tokens, there will be a special use for the new 


currency. | had previously mentioned that there 
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were a bunch of minions, monsters, and god Als. 
Well that’s where these come into play. With the 
Control/Charm tokens you can bribe any available 
unit to join your side to aid your team to victory. 
Spend wisely because these tokens are used to 
purchase items and mercenaries for hire. You 

can obtain these from player, minion, and neutral 
creep kills. You can’t kill the neutral gods because 


they're invulnerable until they get bribed. 


ACTIVATION SEQUENCE COMMENCING 


With this game mode each player will receive 
a new active ability which is used to bribe the 


Neutral NPCs (Non-Playable Characters) 


WAYS TO WIN 


The only way to win is to destroy the enemy 


titan or to make the enemy surrender. 


VICTORY AND DEFEAT 


If the Heartbreakers win, then Hel and Cupid 
will send Chang’e back to the moon and trap Hou 
Yi yet again where they must spend the rest of 
their lives separated for all eternity. If Endless 
Love wins, they break both Cupid and Hel free 
from the darkness and restore love to all the of 


world... with the help of the restored Cupid 


MISC. NOTES 


Team Endless Love will always be 
on Order side and Team Heartbreakers 


will always be on the Chaos side. = 


N 
SSS 
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GOD RE-ENVISIONED: 


THANATOS 


his time around, we take one of the best early 

Te assassins in the game and imagine him 
into a different form, a mystical Mage. That assassin 
is none other than Thanatos, the Hand of Death. 

Death. It is inevitable and that is fact, yet 
most wish for its non-existence. It waits silently 
in the background of lives and when death makes 
its decision, it swoops down and gathers those 
fated to be chosen. In Greek mythology, death 
makes its appearance in the form of Thanatos, 
the daemon personification of death. It is said that 
Thanatos originated as an aspect of Hermes, the 
Greek counterpart of Mercury. He is mentioned as 
merciless, showing resentment towards mortals 
and exceptional hatred towards gods, beings 
incapable of death. However, in the later periods 
of time, Thanatos was seen more as a god of 
non-violent death. During this time, he would be 
associated with a gentle passing to the afterlife. 

As the god of death, Thanatos is regarded as a 
being of great power; able to bring about the end of 
a mortal, it is no surprise that many may have tried 
to outwit him due to the sheer fear of death, of what 
lies ahead in the afterlife. Man fears the unknown 
and death may be the biggest question of all. What 
would we be after life on Earth? Would there be 
another life or would it just be the end of everything, 
life and memories, forever remaining in darkness? 
In one of the Grecian myths, a mortal did overcome 
death and this particular mortal was known as 
Sisyphus, the King of Corinth. After betraying Zeus, 


Thanatos was ordered by him to chain Sisyphus in 
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Tartarus, an underworld prison. Being the sly king 
that he was, Sisyphus managed to cheat his way 
out of death. He tricked Thanatos into showing him 
how the chains worked and in the end, Thanatos 
ended up chained himself. Throughout this period, 
no human or monster died due to his imprisonment 


and for a few days, everyone evaded death. 


44AS THE GOD OF 
DEATH, THANATOS IS 
REGARDED AS A BEING 
OF GREAT POWER; ABLE 
TO BRING ABOUT THE 
END OF A MORTAL, IT 
IS NO SURPRISE THAT 
MANY MAY HAVE TRIED 
TO OUTWIT HIM 99 


King Sisyphus's story doesn’t end there. He 
went on to push the boundaries of mortal men 
when he managed to perform a feat no other man 
may have achieved: he eluded death a second 
time. In the Underworld, Sisyphus convinced 
Persephone, Queen of the Underworld, to allow 
him to return to his wife. He claimed that he was 
never given a proper funeral. After being released, 
he was again dragged back down by Hermes and 
was finally placed in Tartarus, the abyss used as a 
dungeon of torment where he would be condemned 
to roll a rock up a hill only to have it roll back 
onto him for eternity. Based on these myths, the 


following lore-based Thanatos is constructed: 
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Immortal’s 
Death 


End Life 


Escalating 


Weakness 


Thanatos’s Passive is known as Immortal's 
Death’. Loathing has never been a shy trait in 
Thanatos, especially in the case of the gods. 
Protected from death due to their immortality, 
Thanatos had no power over their existence, until 
now. The personification of death will obtain a target 
during his time on the battleground much like Kali. 
However, in his case, whenever his target is killed 
by any of his allies, the cooldown on his abilities will 
be reduced for a short period. Communication with 
allies by letting them know the current target will 


allow this Passive to escalate in its usefulness. 
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| Name | type | scription 


Passive Thanatos decides who will face death whenever he spawns onto the 
battleground. Whenever Thanatos's target dies, he gains a sense of 
satisfaction since gods being immortal are the bane of his existence. 
All his abilities will have their cooldowns temporarily reduced. 


Active 1 Thanatos chooses an enemy god in a ground target and informs them 
that their time has come. Gods hit receive significant damage. If this 
ability is used when Merciless is active, enemies slain will have their 
respawn time increased. However, if they are not killed while Merciless 
is active, the enemy god will be immune to damage for a short period 
of time. This ability also affects minions but will only cause damage. 


Active 2 Being the personification of death, Thanatos ignores the healing of 
enemy gods. When activated, Thanatos releases an aura around him that 
damages and reduces the healing of nearby gods and minions. If this 
ability is used when Merciless Is active, anyone caught in the radius will 
be pulled towards Thanatos as he brings them closer to their death. 
Merciless Active 3 Thanatos was angered that he was outwitted by Sisyphus. With this rage 
rising within him, he gains magical power. Using this ability before End 
Life and Escalating Weakness will give those abilities additional effects. 
Tartarus Ultimate Enemy gods now face the agony of Tartarus, an abyss which functions as a 
dungeon of torment and a prison for Titans. Any enemy hit by this ability will 
be temporarily transported to Tartarus and will receive heavy damage. Upon 
returning to the battleground, they are feared for a short period of time. 


With death being synonymous to his name, 


Thanatos’s first ability is appropriately called ‘End 
Life’. Whenever he decides, Thanatos has the power 
to remove one’s life. Therefore, the removal of minion 
waves and gods would be most effectively carried 

out using this ability. Activating ‘Merciless’ before 

this ability would provide additional effects towards 
gods. One way of describing Thanatos would be a 
deity of death who does not understand mercy. It 
would make sense for him to never desire the release 
of any harvested souls especially those of the gods. 


Whenever ‘Merciless’ is used before ‘End Life’, 
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Thanatos retains their souls for a longer period. In 
other words, the enemy god's respawn time will be 
increased. However, there have been instances where 
death is cheated such as the cases of Sisyphus. If the 


enemy god is not killed while ‘Merciless’ is active, they 
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would have found a means of ‘cheating death’. Similar 
to how Thanatos ended up chained and no death 
occurred during this time, the escaped enemy god 
will be immune to damage for a short period of time. 
This combo of abilities is considered a high-risk but 
high-reward move since being successful would put 
your enemy further behind because of the increased 
respawn time. Unsuccessful attempts would provide 
your enemy a temporary Aegis. Therefore, always 
attempt this only if a kill is very clearly in sight. 
Healing brings about an opposite meaning to 
death. To slowly reverse the deterioration of life is 
to heal. This would go against everything Thanatos 
stands for. Not wanting to let this go unresolved, 
Thanatos brings a form of anti-healing in ‘Escalating 
Weakness’. Whenever he approaches nearby gods 
or minions, any healing is reduced. Being in the 
presence of Thanatos also fills the air with a strong 
sense of despair up to a point where damage will 
also be done to nearby gods or minions. Maybe 


this time, there will be someone to keep that 
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Hercules in check. Activating ‘Merciless’ before Depending on the situation, using this combo of 
‘Escalating Weakness’ also provides additional abilities may help you secure a kill or be killed. 
effects to the ability. Any enemy god caught in the There are many reasons for Thanatos’s feeling 
radius will be pulled towards him. Be warned that of anger which may have brought about his sense 
enemies are not crippled and may still attack. of being merciless. One of those reasons may have 


SATHE PEAK OF His paidiashaee shoe insiat datas 
RESENTMENT WOULD covered almost completely before this when ‘End 
HAVE BEEN WHEN Life’ and ‘Escalating Weakness’ was explained 
SISYPHUS OUTWITTED previously. One other thing to add to this is that 
HIM FOR THE SECOND using this ability also fuels Thanatos’s despise 
TIME AND AS A RESULT, and in turn, leans his magical power. 
GOT HIM IMPRISONED The peak of his resentment would have been 


when Sisyphus outwitted him for the second time 


IN TARTARUS.9 7 and as a result, got him imprisoned in Tartarus. 


iii iii iii iii iii iii i in iit ei 


Artwork by Holly Webster 
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This is where Thanatos’s Ultimate, ‘Tartarus’, comes 
in. Directing all his hatred towards one specific 
god, Thanatos throws that particular god down to 
Tartarus where they will receive heavy damage 
from the physical and mental torture endured 
in the abyss. Upon release, the god is never the 
same after witnessing the horrors contained in 
that dungeon. They will be feared for a short period 
of time after returning from Tartarus. This ability 
would function as a temporary removal of a high 
damaging god in teamfights thus handicapping the 
enemy team and giving yours a strong advantage. 

In the laning phase, maxing ‘End Life’ would 
be the best idea to clear minion waves and also to 
provide poke. ‘Escalating Weakness’ will also remove 
the sustain of enemies which Is very apparent in the 
solo lane. Pitting him against other mages in lane, 
Thanatos might almost always have the upper hand 
due to ‘Merciless’ increasing his magical power. 
Building mana-providing items such as ‘Book of 
Thoth’ would be a good Idea due to his Passive. If 


your team is getting a lot of kills, abilities can be used 
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more often. This would allow you to consistently poke 
the enemy up to a point where getting a kill is almost 
completely assured. Cooldown reduction items would 
then be of least importance for the same reason. 

In terms of teamfights, ‘Escalating Weakness’ 
and Tartarus’ would be the most beneficial. 
‘Tartarus’ for reasons explained previously and 
‘Escalating Weakness’ for the healing reduction. 
Area of Effect (AoE) healing gods such as Hel and Ra 
would be the most affected by this since Thanatos’s 
ability also reduces healing in an AoE around 
him. Applying the combination of ‘Merciless’ and 
‘Escalating Weakness’ will also help concentrate 
the enemies in one area as they are pulled towards 
you thus helping you team in landing abilities. 

This concludes another edition of God Re- 
Envisioned. Would Thanatos be more than just the 
early game god that we know and love with this 
re-imagined version of his character? | hope you 
enjoy this read as much as | enjoyed re-creating 
this Greek personification of death, Thanatos! m 


By Timothy Tian 
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The Earth was doomed that day, the day 

Ti the suns all arose together. This was 
not normal behavior for them as they normally went 
one by one into this sky. Today was different. The 
suns defied their normal routine, In turn scorching 
the Earth. The suns seemed to be playing around 
and flew wildly around the sky. This was not fun for 
the Earth though. The damage was devastating. 
Fertile fields of flowing grain, were decimated. 
Rushing rivers, plentiful with fish, now ran dry as 
dust. Even our kingdom's warrior’s swords melted 
when unsheathed. Famine broke out as all of the 
food sources were being destroyed. Whole forest 
were Set aflame forcing fierce beasts and monsters 
out of hiding, killing many. This was going to be the 
end of all things if something did not change soon. 

We gathered in numbers and pleaded with King 


Yao that Di Jun make his children leave the sky to 


The SMITE Community Magazine Issue #11 


By Tanner Schelle 


restore balance to Earth. But no matter what he 
did, they would not yield to their father. The suns 
stayed in the sky and refused to leave. This forced 
Di Jun to take action In a way the suns would regret. 
Di Jun called upon the great archer Hou Yi [also 
referred to as just Yi) to descend from the heavens 
and help slay the beasts that were roaming the land 
and help bring order to his suns. So Hou Yi and his 
wife Change were sent down to Earth from the 
heavens, to help save us. Hou Yi was given from Di 
Jun a magnificent red bow that resembled a phoenix 
and with it, beautiful white arrows for his quiver. 
Hou Yi wanted to save us from our misery, but 
did not want to hurt the suns under Di Jun’s orders. 
Hou Yi had the idea to pretend to shoot them down 
by firing arrows near the suns as warning shots. 
Thinking this would scare them enough to retreat 


to their sky haven, Hou Yi would be proven wrong. 
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44 AN EXPLOSION OF FLAMES 
AND FEATHERS LIT UP THE 
SKY AS A THREE-LEGGED 
RAVEN FELL TO THE EARTH99 


The suns didn't even flinch at this. They just kept 
on playing as though Hou Yi wasn’t even there. This 
angered Hou Yi immensely. It angered him so much 
that he would once draw his bow again, but not to 
shoot a warning shot. He took aim directly at one of 
the suns and fired his white arrow. An explosion of 
flames and feathers lit up the sky as a three-legged 
raven fell to the Earth. Hou Yi continued to shoot 
arrows at the other suns causing them all to explode 
and come crashing down, until only one remained. 
We were so pleased to have the Earth back to 
the way it was. Rivers began to flow, grain grew once 
again, and the forests replenished, giving the beasts 
a place to live. Everything was as it was. Hou Yi had 
saved us all. But Di Jun was very angry with Hou Yi for 
killing his suns. He did not want them to die, he only 
wanted them to leave the sky. For this he punished 
Hou Yi and his wife Chang’e. He sentenced them to 
live out their lives on Earth as one of us mortals. 
Chang’e was devastated at becoming a mortal. 
She did not know how to handle not being immortal. 
So Hou Yi made it his duty to find a way to make 
them immortal again. Hou Yi remembered a woman 
with an elixir that could give them both immortality. 
This woman was the Queen Mother of the West. 
So Hou Yi set out to retrieve the elixir from her and 
after a rigorous and lengthy journey, he reached 
her palace on sacred Mount Kunlun. Hou Yi pled 
to her to give him the elixir. After hearing his story, 
the Queen agreed to give it to him but also gave him 
a warning. She warned that they should both only 
drink half of the elixir. Drinking half would give them 


eternal life, but drinking the full elixir would make 
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one of them a full fledged immortal and ascend 
to heaven. This was exactly what Hou Yi wanted. 
Upon arriving home he told Chang’e the great 
news of his journey and proceeded to go hunting to 
gather food. Hou Yi told Chang’e to wait to open the 
elixir until he had returned, but Chang’e was too 
excited and curious to wait. With this excitement she 
accidentally drank the entire elixir causing her to 
begin a transformation. She was turning back into a 
deity and started to float up to the 
heavens. Hou Yi returned to find 
her ascending from Earth, but 
could not bear to aim his bow at 
his beautiful wife. Chang’e could 
no longer return to the heavens 
because of Di Jun’s banishment, 
so she decided to stay on the 
Moon, where she could be close 
to her husband who was left on 
Earth to live out his days asa 
mortal. It is said that Chang’e 
still comes down to us once a 
year to visit her dear husband. 
Joining the Battleground 
of the Gods, Hou Yi arrives as, 
you guessed It, a Hunter. Hou 


Yi's passive called “Suntouched” 
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makes it so if Hou Yi takes a critical hit, he cannot be 
hit by another for three seconds. This makes Hou Yi 
a very good boxer (able to battle another hunter one 
on one) in the current meta. In the start of season 
two, hunter builds are back to building crit items. 
“Ricochet” is Hou Yi's first ability. This ability 
shoots a strong arrow that travels 70+ units and 
bounces off of walls dealing 50% more damage per 


bounce, up to two bounces. “Ricochet” has pretty 
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strong damage at 70/110/150/190/230 +60% of your 


Physical Power. If an enemy has “Mark of the Golden 


Crow” (we will talk about this next) on them and is hit 
by “Ricochet”, they will be stunned. Using this ability 
to either shoot through the entire wave, or to bounce 
off of one wall and hit the back archers is ideal. With 
his base attack speed being buffed at the beginning 
of season two, he is sitting about average with most 
hunters in lane clear. Also this ability can be used 
after marking and enemy with “Mark of the Golden 
Crow” to set up Hou Yi’s Ultimate “Sunbreaker”. 

Hou Yi's second ability is called “Mark of the 
Golden Crow’. This is the best debuff out of any 
Hunter debuffs, because of its’ utility and increased 
damage output, making Hou Yi's basic attacks deal 
an extra 1/2/3/4/5% damage for every 10% of the 
enemy's missing Health. At rank three, this ability 
grants vision of marked enemies to Hou Yi, including 
stealthed enemies, making them visible on the mini- 
map. At rank five, this ability gains 15% penetration 
against the enemy marked god. This ability lasts for 


fifteen seconds. Using “Mark of the Golden Crow” 


on an enemy is great for boxing an enemy Hunter, 
quickly burning a Mage, or setting up a stun. This 


ability increases its damage even more the lower the 


target’s Health is so making sure it is not on cooldown 


when the enemy is around half Health is ideal. The 
most efficient way to use this ability is to mark an 
enemy, hit them with basic attacks for around ten 
seconds, then use “Ricochet”, bouncing the shot 
off the wall and stunning the enemy. This will deal 
a huge chunk of damage and possibly allow you to 
secure the kill with Hou Yi's ultimate “Sunbreaker’”. 
Most Hunters have a mobility ability and Hou 
Yi is no different. “Divebomb” sends Hou Yi flying 
through the sky with his bow carrying him along. 
When Hou Y! was first released, this ability made 
him immune to damage. That was determined 
to be too much and taken out. “Divebomb” does 
70/110/150/190/230 +30% of his physical power 
in a small Area of Effect (AoEJaround his landing 
zone. If the enemy he hits has “Mark of the Golden 
Crow” on them, they will be knocked back. This 


ability can be a great initiation tool, or an escape. 


fPenguin®t beat lh 
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| find it somewhat of a waste to use this when the 
enemy has “Mark of the Golden Crow” on them 
because it only knocks them back and doesn't do 
additional damage like “Ricochet” does. Also that 
would leave you with no escape and no stun meaning 
the enemy could counter initiate and kill you easily. 
So it’s best kept as an engage or disengage tool. 
Finally we come to why Hou Yi is one of the 
coolest designed Hunters in the game. His Ultimate, 
“Sunbreaker”, brings us back to the time he shot 
nine suns out of the sky. Hou Yi shoots nine arrows 
into the sky while nine suns come crashing down 
dealing 80/90/100/110/120 +25% of his Physical 
damage in a target area every 0.5s for 4.5s. If an 
enemy has “Mark of the Golden Crow” on them, 
they will have their movement speed slowed by 
20% for .25s on every hit. This is such a great team 
fight Ultimate. It makes enemies spread out and 
can deal quite a bit of damage to the entire enemy 


team. This is ideally used on more than one enemy, 
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but if you use it after marking someone with “Mark 
of the Golden Crow”, you should be able to take 
them down with basic attacks. If not you still will 
be able to chase them down with “Divebomb” and 
secure the kill with a well placed “Ricochet”. 

Hou Yi at the moment is not in the meta given 
his lane clear is a little weak early game, and his 
Crowd Control requires two abilities to be used. 
Late game he Is pretty strong, but without a steroid 
like Rama or Artemis, he can easily be out-boxed 
if not played extremely well. Hou Yi makes up for 
his lack of boxing ability with his high area of effect 
Ultimate which is extremely useful when fighting 
for the Gold Fury or the Fire Giant. Hou Yi may see 
some adjustments soon as we see the season two 
meta change and | for one hope to see him come to 
the meta as he is extremely fun to play and requires 


a high level of experience to be utilized properly. m= 


By Tanner Schelle 
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KEEP YOUR KEYS COOL. 


PICK YOURS UP NOW! 
ONLY 3,000 GEMS!* 


*PLEASE NOTE: NOT AN ACTUAL PRODUCT 


S| Artwork by Asim Shrestha 
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By Allison Panagis ~~~ 
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n the mood for a tasty treat the Carnaval ¢ 1 cup (2 sticks) unsalted butter, at room 


way? Feast your tastebuds (and your eyes] temperature, cut into 12-inch squares 
on these Carnaval Queen cupcakes, in honor of e 4eggs 
the titillating Carnaval Queen Neith! Featuring ¢ 1 cup milk (whole if you want things 


vanilla buttercream frosting, these colorful cupcakes e 2 teaspoons vanilla extract 
are sure to impress even the Tyr-iest of Tyrs. e '%cup rainbow jimmies 
e Cupcake liners of your choosing - | 
e Yield: 24 cupcakes prefer teal and purple to match the 
e Prep time: 25 minutes colors on Neith’s costume. 


e¢ Baking time: 15-20 minutes 


e Total time: About an hour FOR THE VANILLA 

BUTTERCREAM FROSTING: 

INGREDIENTS 
e 1% cups [3 sticks) unsalted 

e For the Cupcakes: butter, at room temperature 
e 1% cups cake flour e 5 cups powdered sugar 
e 1'% cups all-purpose flour e 2 tablespoons vanilla extract 
e 1% cups granulated sugar e Purple and teal food dye 
e 2'/ teaspoons baking powder e Feathers (for decorating) 


e 1 teaspoon kosher (or iodized) salt e Multicolored dragées (cake decoration balls] 


\ 
| 
| 
| 
| 
| 
q 
a “funfetti” recipe from scratch and homemade thicker and richer - | used 2%] 
| 
| 
| 
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pA 
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STEPS out and let them cool! If the toothpick comes out 
with some batter on it, let your cupcakes bake a 
To begin, preheat the oven to 350°F (180°C) bit longer. Check for golden brown edges, too; that 
and line your cupcake pans with the paper is a Sign that your cupcakes are as good as done 
liners. Set those aside for the time being. and may get dry if left in the oven any longer. Once 
In a large, deep bowl [or the bowl of a stand baked, remove the cupcake pans from the oven and 
mixer] add both of the flours, the sugar, baking let them cool for around 10 minutes. Remove them 
powder and salt, and mix thoroughly on a low speed from the cupcake pans to a wire cooling rack to cool 
for one minute. Keeping the beater (or mixer] completely before frosting and decorating them. 
on low, add the butter - a few cubes at a time so Making (and incorporating) the frosting is 
as to reach the desired consistency - continuing arguably the most fun - and most challenging 
until all of it has been added. If the mixture - part of putting these cupcakes together. 


resembles coarse sand, you're doing it right! 
Keep the beater on a low speed and add the eggs 


one at a time, using a rubber spatula to scrape down 


" 


the sides of the bowl in between each egg addition. 
Gradually pour in the milk and vanilla and mix until .) 
all the ingredients are combined. | recommend 
filling the teaspoon of vanilla away from the bowl to 
prevent spills and excess flavor - there Is such a thing 
as too much in baking! Increase the speed of the 
beater to medium and mix for two minutes, scraping 
the sides of the bowl as needed until the batter is 
smooth. Use a rubber spatula to stir in the rainbow 
jimmies and make sure they're spread throughout 
the batter - we wouldn't want any “bare” cupcakes! 
Filling the cupcake liners with the batter is a 
careful, tedious process because you don't want any 
to spatter on the sides or over the top and get your 
pan messy. Carefully fill each liner with batter so 
each Is around two-thirds of the way full: any less 
and your cupcakes may not rise to the desired shape; 
any more and they may rise too much and spill out 
over the top. Set your cupcake pans in the oven and 
bake for 15-20 minutes or until the “toothpick test” 
is successful: after 15 minutes, insert a toothpick 
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into the center of one of the cupcakes. If it comes 

| 
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out clean, your cupcakes are finished - take them 
© The SMITE Community Magazine Issue #11 The GameOn Magazine 


Consistency Is key on frosting: too wet and your 


piping will be droopy, too stiff and you may not 
be able to “style” it the way you wish to. 

Begin your frosting adventure by whipping the 
butter (using your beater or stand mixer again] 
for around five minutes on a medium-high speed. 
You want the butter to be soft and easy to mix with 
the rest of the ingredients. Scrape the sides of the 
bowl as needed - we don’t want any butter left out! 


Gradually add the powdered sugar, one cup ata 
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time, and reduce the speed of the beater to low. 
As always, scrape the sides of the bowl as needed. 
Depending on the consistency of the frosting and 
your preferences, you can add a tablespoon or half 
a tablespoon of heavy cream (to make the frosting 
“softer”) - this is completely optional. After all the 
powdered sugar is added, add in the vanilla extract 
and return the speed of the beater to medium-high; 
we still want fluffy frosting! Continue whipping 
the frosting at that speed until it’s light and fluffy 
[somewhere around two minutes), scraping the sides 
of the bowl as always so no frosting Is left behind. 
Time for the fun (but tricky) part: decorating! 
| wanted both colors of Neith’s costume to shine 
so | separated the frosting into two bowls, adding 
a few drops of teal food dye to one and a few 
drops of purple food dye to the other. Mix up the 
frosting until no white is left - it'll show when 
you do your piping, | can promise you that! 
| opted to use plastic piping bags and a wide, 
round trip to achieve my desired effect. Piping 
frosting onto cupcakes is no easy task: you need to 
be watchful for air bubbles and move at a steady 
pace. Any hesitation and your frosting will lose its 
shape! A good tip Is to hold the tip about a half an 
inch above the cupcake and pipe in a circular motion 
from there, never losing pace. Be careful not to move 
the tip down; this will cause your frosting to flatten 
and lose that ideal “round” shape. Once your piping 
is finished, add your remaining decorations. | opted 
to use gold dragées for a fun yet elegant “queen” 
effect, placed steadily down the layers of the frosting. 
| taped the feathers to toothpicks and stuck them 
in that way for easy removal after the fact. Dress 
the cupcakes and voila! You have yourself a perfect 


homage to the Carnaval Queen herself: Neith. = 


By Allison Panagis 
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DANIEL LILLEBERG 


By Kris West ~~~ 


: How long have you worked for 

Q::.... Studios, and how did you 
get to the position of Lead Animator? 

A: I'll be at Hi-Rez for 10 years in May, which Is 
a great thing in this industry as those in it can attest. 
It is rare in this business to not have to be looking 
over your shoulder and be able to put the time in to 
build teams and systems and best practices, and 
| hope the results show. | became Lead Animator 
after | beat Erez ina game of HORSE. He doesn't 
remember that because when he had HO he tried 
some sort of basketball Triple Lindy and konked 


his head on the pole. It was dirty to take advantage 
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of him like that, but | hope its working alright for 
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Erez, because for me it has been crazy great to 


see this company grow and to be a part of it. That 
sounds like kiss-ass, but it’s not, | love my job. 

Q: In your lengthy time with Hi-Rez 
Studios, what have been your most notable 

A: | think the most notable to me was the late 
Tribes arc into early SMITE. Animation, rigging, and 
tech art was about 7 people, and we supported both 
the wrap of Tribes and the start of SMITE witha 
tight crew. It was a tough time - a lot of long hours, 


and we were finding that a game we internally loved 


The SMITE Community Magazine Issue #11 


may not have the legs on a mass market that we 
hoped, and knew we needed to start getting the 
next lined up to keep going. Working double duty 
was hard when you are not shorting attention to 
one project or the other, but we knew we needed to 
keep things moving and it was a hectic time, but to 
see where things are now really makes that effort 
worth it, and makes me proud of what a bunch 
of guys did through that stretch to get us here. 

Q: Could you talk us through an ‘average’ 
animation process? How does it begin and end? 

A: | really enjoy the way we develop characters 
on the SMITE animation team. We try to get rough 
animations in as soon as possible so programming, 
FX, and sound can progress, and the design can be 
tested as early as possible. | usually do the broad 
stroke animations for this pass, which give me 
time with the character to think about approaches 
and talking points that the crew brainstorms off 
of. From there, | have the whole team indepently 
develope poses and concepts, and we reveiw 


together and refine. From there it is just fun - 
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executing and brainstorming the personality 
elements, like the Victory/Defeat presentation. 

Q: What, in your mind, is the 
hardest part of your job? 

A: Probably keeping ahead of my crew. The SMITE 
animation team has grown and thrived with the pace 
of the production up to this point, and a large part 
of my job is to get the next things concepted and 
lined up for the guys to bring to life. There are lots 
of production arcs with the SMITE pipeline - gods, 
skins, NPCs, so making sure the next things are 
developed and knowing which arcs should go where 
is avery challenging part of the job. With those 
numerous arcs, It is rare the entire crew is ona single 
arc, but when they are | am consistently amazed at 
how fast and efficient they are while still doing very 
creative work, and if | am not constantly thinking 
ahead, we aren't being as efficient as we should be. 

Q: When you’re working on a god, minion 
etc., how do you know when you're finished? 

A: When the patch schedule tells us we have 


to stop. We try to put as much as possible into each 
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god, and that usually means that we are coming in 
pretty close to the deadline, and using whatever is 
left is looping back and polishing things as much as 
possible. We often do have to go back on some gods 
if there were things that just aren't working right, 
but it is very rare that we get a chance to loop back 
on acharacter post-release just to tweak things. 

So pretty much we go up to the deadline while the 
god is in focus and get as much in on the character 
as possible. Then HiRezLarson tells us to stop. 

Q: Have there been any last minute changes 
that you, or your team, have made that have 
become a fan favourite for that character? 

A: Well, | am glad it wasn't a last minute change, 
but Xbalanque was a change the animation team 
pushed for. His primary weapon in his lore Is the 
blow gun, and originally it was concepted as his 
inhand ranged weapon. It made sense with his lore, 
but it would have forced him into some very rigid, 
pre-described positions. We wanted it to change, 
but | didn't want to propose a change that didn't 


radically amp him up, and wanted an element that 
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put the burden on the animation team to make 
it work. We chose the bolas and his agility as his 
hooks, and he Is still one of my favorite characters 
as aresult, and hope he is one the community 
enjoys the animation presentation of. Sad Keanu... 

Q: If you could go back and change one of your 
older animations, what would it be and why? 

A: Well, there is not a specific animation per 
say [if it were just one | would just go back and 
fix it), but | would have liked a bit of a do-over on 
Ullr as he was concepted at one point during his 
development - for a while we were pushing to have 
a transformation into a bear, and with his in-hand 
weapon being throwing axes instead the bow. There 
were reasons for the changes in design and lore, and 
| think his weapons/stance switch came out well, 
but from the animation presentation side, we would 
have had a lot of fun with the bear and the axes. 

Q: What type of god do you find the 
most enjoyment in bringing to life? 

A: The gods that are the most fun are the ones 


we can develop strong animation hooks on when the 
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character is being conceived. In some cases, that 
means they have a broad and enjoyable personality, 
and in others it means they have a really rich 
presentation in their weapons, abilities, or form. 
Apollo was fun because his personality, Bakasura 
re-do was fun because no one stopped us from 
making him creepier than the original, and Sylvanus 
was fun because just look at him. We push to find 
the things that define a character, and the deeper 
those hooks are the more fun we usually have. 

Q: In tandem, which god have you 
found it most simple to animate? 

A: The simplest gods end up being the most 
complex if we are doing it right. Some characters 
have a very obvious and broad presentation, and 
those characters allow us to put all our efforts into 
those elements. Bacchaus is a great example - 
his concept is simple, direct, and fun, with a very 
expressionate model, and as a result, we could 
make his animation presentation more nuanced and 
fleshed out. His animation tree and animation set is 


actually much larger and more complex than others, 
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but he was great fun to work on. He was simple 
despite becoming production complex because we 
could put strong focus on his prime characteristic. 
Q: Do you play SMITE at all? And, if 
you do, how is it to see creations you spent 
dozens of hours working on, ina game? 
A: Sadly, | don’t really do more these days than 
review things In progress in the test maps, which 


is probably for the best - competitively | am a total 
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noob, and if | am just in a test environment, | can 
Spam a character's melee against air to evaluate 
the standing versus moving presentation without 
my team hating me or an enemy Ne Zha ulting me 
out of it or something. The great thing about SMITE 
is that you don't need to play to appreciate it. The 
Ao Kuang re-do was distinctly a hard production 
arc, and | put some serious production hours in on 
the dragon/ultimate presentation. When | could 
see and hear the impact of that presentation live 
at the SWC, | couldn't help but be glad the effort 
put in had such a dramatic gameplay impact. 

Q: Is there anything that you can tell us 
about what you’re currently working on? 

A: Well, we are giving a classic god, one of 
the first SMITE gods, a re-vamp, so that Is fun 
and over-due. [This interview was written prior 
to the announcement that this god is Ymir!] We 
also just finished Bellona, (Bell-ona, not Balona), 
which has built in animation complexity by her 
design with her weapons swaps, and it was a 
fun challenge to try to stretch her presentation 


as much as possible with the time we had. = 


By Kris West 
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This month’s caption competition 
will have three winners: 
1st Place: 800 Gems 
2nd Place: 400 Gems 
3rd Place: 200 Gems 


Each winner will also receive 
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This month's wordsearch focuses on the Egyptian pantheon. 
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HERE YOU GO 
BOSS, JUST LIKE 
YOU ASKED FOR. 
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| TOLD YOU TO. GET ME 
A SEARING PAN’ 
YOU IDIOT ! 


THAT DOES MAKE 


MORE SENSE...) 


I STILL GET THOSE 
CHICKEN WINGS 
THOUGH, RIGHT ? 


COMMUNITY VIDEC 
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By Hunter ErkenBrack 
| tips are coming fresh out the oven stats will not only greatly benefit 
with Season 2. | thought it would be good to yourself, but your team as well. 
try something new for a change and so today | will The reason HP5 and MP5 gain value in 


be giving general Assault itemization tips for Season Assault is because once you step off that 


2. The meta and itemization for Conquest Is slowly platform, you can't return and heal up your 
evolving and changing so | figured it would be easy health and mana like you can in Conquest, Arena, 
to just hop into a heavily tilted map such as Assault or any other game mode with a fountain. 


where the values are placed differently outside of 


just “best DPS”, “best survivability”, etc. In Assault ¢ Your budget: 3000 gold 

there are two stats that gain lots more value than in e Best bang for buck items: 

any other game mode: HP5 and MP». Both of these Traveler’s Shoes / Talaria Boots 
stats saw improvements in itemization ¢ Cost: 1400 / 1500 


items becoming cheaper. 


Utilizing these 
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¢ 30 Magic power / 10 Physical power 
¢ 18% movement speed 
¢ +28% movement speed and 


+ 25 HP5 while out of combat. 


This item may be VERY niche and ‘not worth it’ 
to many when it comes to Conquest - but in Assault 
this item is HUGE. It gives you the exact same raw 
HP5 as Stone of Gaia but it costs half as much. The 
28% movement speed also makes up for one of the 
biggest design tilts in Assault: death. Time spent dead 
is directly related to how strong you are - it is far more 
important to be around for every minion kill than it is 
to be around for every player kill because of escalated 
gold spooling in Assault. Experience is extremely 
valuable in this game mode. Your level Is in very direct 
correlation to how strong you are related to everyone 
else - especially since you can't buy items until you 


die and thus can't get stronger with itemization unless 


you die. The less time you 

spend walking Mon) 
i 

‘ t. _s 
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fountain the better! You are not only able to finish a 
core item such as boots, get some power, improve 
movement in team fights and positioning to their 
near max potential but you are gaining invaluable 
stats such as HP too all in a SUPER cheap package 
- only at the cost of half of your gold. This leaves 
room for “value” items such as a full active + tier 1 
of another item or even high tier ‘starters’ such as 
rank 2 Stone of Gaia which have similar properties. 

This leads to the next item that still retains 
the highest value in Assault - there is almost 
never a time that it isn't worth picking this up: 
Rank 2 Stone of Gaia [also known as Emerald 
Talisman] or full rank 3 Stone of Gaia. 

This item costs only 1480 gold and yet 


provides you with everything you could want: 


e 100 health 

e 50 magic protections 

e 15 HP5 

e 6 MP5 

e Passive: 2% of your max health 


regenerates every 8 seconds. 


All of these stats are valuable and 
rank 3 can upgrade that by adding 
¢ 20 additional magic protections (70 total) 
¢ 10 HP5 (25 HP5 total) 
e 4MP5 (10 MP5 total] 
e As well as shaving 3 seconds off your passive 
(2% of your max health every 5 seconds] 


¢ Only costs 2250 (increase of 770 gold) 


You can start Talaria/Travelers boots and Emerald 
Talisman and have the ultimate HP regen to ensure 
that so long as you don't get too focused or over 


aggressive - you can sustain as long as you want. 
By Hunter ErkenBrack 
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CAPTION COMPETITION 


LAST ISSUE'S WINNERS 
IST PLACE - CORVENOUS 


= 


STOP EATING ALL OF MY 


CANDY HEARTS, BACCHUS! 
YOU ARE THE WORST 
SUPPORT EVER! 


2ND PLACE - SRD PLACE - 
ALPRARYDER INEEDANAMES 


HURRY UP AND TAKE THE 7 SWIGITYSWOOTITY 


aa 
OHWAIT CAN, GIVEMETHEBOOTY 


The winners will have the gems added to their SMITE account and the skin code e-mailed to them. 
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_MEN FIGHT. GODS SMITE. 


“BATTLEGROUND oF TI THE 1s GODS 


FREE TO PLAY 
SMITEGAME.COM 


Newest God Release: 
Bellona - Goddess of War 
See You Next Issue! 


